



Greetings, Salutations... 

In this issue we have some great new creatures 
to liven up any chronicle as well as a new 
tavern that could be the start of an adventure or 
just a stop along the way. 

There are also some things that we want people 
to start thinking about. We are planning to 
have some theme-based issues in the future. 

We do have a few ideas but if there are any 
ideas that you would like share with us, please 
let us know. We will give you a few months 
notice before a planned themed issue so that 
you will have time to prep any articles you 
would like to have in it. 

Happy gaming, 

Micah A. Walles (Razor77) & 

Celebraen 

Co-Editors Hall of Fire 
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Featured Creatures 

Blue Skuas 

by Daniel Myers 

Description 

Blue Skuas are large piratical predatory seabirds with a nefarious 
relationship with the servants of Shadow. They look like 
immature large gulls, although heavier, more robust and menacing 
in mien. They have conspicuous grayish white patches at the base 
of their flying feathers, wedge-shaped tails, and a black, longish 
beak with a hooked tip. Their plumage is dark dull blue. Their 
feet are webbed with sharp claws. They do not possess the grace of 
a seagull. Their flight is heavy, with relatively little gliding and 
much flapping. Like their evil cousins, Crebian, to the south, 

Blue Skuas understand the speech of Man. 


Nimbleness: 8 
Strength: 3 (0) 
Wits: 6 (0) 

Swiftness: +2 
Wisdom: +3 


Blue Skuas 

Attributes 
Bearing: (2) -2, 

Perception: 10 (+3) 

Vitality: 5 (0) 

Reactions 

Stamina: 0 
Willpower: 0 
Defense: 10 
Movement Rate: 2/12 
Health: 4 

Size: Small (3 Wound Levels) 

Skills 

Unarmed Combat: Natural Weapons (beak) +2, 
Observe (Spot) +2, Observe (Sense Power) +6, 
Survival (Artie +4) 


Special Abilities 

Flight (8 yards), Natural Weapon (ld6 talons) 
(ld6beak), Swarm 


History 

The true beginnings of the Blue Skuas are unknown. Some among 
the Wise insist Blue Skuas were once seagulls twisted and tainted 
with hatred of all things living during the Elder days. The taint 

cursed the seagulls transforming their appearance. In some instances where the taint of the Elder days runs 
strong, their plumage become royal purple and their beaks bright yellow. They are larger than their kindred 
and fiercer often acting as leader of the flock. These understand the speech of Man and speak a few halting 
words as well. These Blue Skuas are sometimes called Greater Blue Skuas. 


Habitat 

Blue Skuas are found in the Northern Waste, Forodwaith. Like 
seagulls they spend a lot of time at sea and congregate along the 
coast. They nest high on cliffs into the crevices of jutting rocks. 
They are also found in the service of evil spirits and Men who used 
them much like Saruman used Crebians. 

Society 

While nowhere near the size of birds such as an eagle, the Blue 
Skua makes up for it in sheer aggression towards their prey. This 
avaricious bird seems not to care about food, but instead enjoys 
the act of harassing their prey whether it is Man or animal. Blue 
Skuas have been known to fly in large groups, dubbed 'wolfpacks' 
by Cardolanian whalers who observed the birds in action from 
afar, and literally hunt other seabirds and mammals such as 
lemmings and snow hare. They have been known to attack much 
larger animals such as reindeer. In these attacks, a Greater Blue 

Skuas often leads them. Like wolves, Blue Skuas are relentless in 

chasing down their adversaries. They have been known to attack 
Men, especially children. 


Nimbleness: 9 
Strength: 3 ( + 1) 
Wits: 6 (+2) 

Swiftness: +2 
Wisdom: +4 


GREATER BLUE SKUAS 

Attributes 
Bearing: (2) -2 
Perception: 10 (+4) 

Vitality: 6 (0) 

Reactions 
Stamina: +1 
Willpower: 0 
Defense: 10 
Movement Rate: 2/12 
Health: 4 

Size: Small (4 Wound Levels) 

Skills 

Unarmed Combat: Natural Weapons (beak) +3, 
Observe (Spot) +3, Observe (Sense Power) +7, 
Survival (Artie +4) 

Special Abilities 

Flight (8 yards), Natural Weapon (ld6 talons) 
(ld6beak), Swarm 
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Usage 

Evil spirits and Men use Blue Skuas in two capacities. First, due to their aggression and tenacity, they are used 
to harass either through directly attacking their victim or stealing the victims’ wares. Second they make 
excellent spies rummaging through the sky searching the desolate ice packs of Forodith for information. They 
return quacking and croaking harshly their findings, which can only be understood through a Beast Speak spell 
(or Animal tongues spell). 


Special Ablities 

The blue skuas has the following powers: 


Flocking 

Blue skuas form orchestrated aerial ‘wolfpacks’ when assualting a prey. This has the effect of negating their 
small size and allows them to strike at large prey such as reindeer, strengthening their attacks. Any critical 
resulting in an “E” allows the Blue Skuas to attack in concert with an added +40 to the OB for the next two 
attacks. 


Perception 

Although not as perceptive as crebains, they still have great eyesight. They receive a +20 to perception rolls 
when gathering information. 


Leopard Seals (Sea-Leopards) 

Description 

by Daniel Myers 

For the Lossoth, seals are considered a main source of food, 
clothing and other household stuff. Not true with the leopard 
seal. Leopard seals are called meri-kissa by the Lossoth, which 
means Sea-Leopards, Sea-Leopards are considered one of the 
most ferocious beasts in the Northern Waste, They can reach 
up to 12 feet/3.5 meters long and weigh nearly 8501bs/450kg. 
The seal is named for its black-spotted coat. The pattern is 
similar to a snow leopard, hence the name. The seals possess a 
muscular reptilian like head and a sinuous long neck, highly 
arched back and long powerful flippers. The leopard seals have 
impressively long sharp teeth, which could easily tear an arm 
from a man. They possess a very mannish-like intelligence. 
Although they cannot speak, they have been know to 
coordinate ambushes and assaults on fishing boats. Unlike 
other seals, they prey on other seals, birds and anything else 
that might fall their way. 

History 

Leopard Seals, with their sinister obsidian eyes and mannish 
intelligence, suggest to the Wise that in the Eldar days, Kelfaen 
bloodlines mixed with seals to create Leopard Seals. Kelfaen 


Leopard Seals 

Attributes 

Bearing: (6)-2 Nimbleness: 6 (in Sea) 2 (on Land) 
Perception: 6 (0) Strength: 12 (+2) 

Vitality: 10 (=2) Wits: 6 (+2) 

Reactions 

Stamina: +3 Swiftness: +2 (in Sea) 0 (on Land) 
Willpower: 0 Wisdom: +3 

Defense: 10 (in Sea) 6 (on Land) 

Movement Rate: 2/12 
Health: 15 

Size: Medium (5 Wound Levels) 

Skills 

Unarmed Combat: Natural Weapons (bite) +5, 
Observe (Spot) +2, Observe (Sense Passions) +6, 
Survival (Artie +4), Swim +5 

Special Abilities 

Armour (1), Natural Weapon (2d6 bite), Sense 
Passions, Susceptible to Word of Command 
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are fairy animals much like a sprite or sylph but in animal form. Leopard Seals also possess another unique 
power that further suggests a distant bloodline with the Kelfaen. They are able to sense and are attracted to 
intense emotions of sorrow and hatred. They can be found following a grieving fisherman’s wife wandering the 
beach in search of her lost husband. Or they can be found congregating around a malignant sprite filled with 
hatred towards Free People. 



Habitat 

These effective predators are found in the Northern Waste, among the 
pack ice in summer and on the Finger Bays and the Shelter Bay in winter 
searching for prey among the rockeries. They spend most of their time in 
the frigid water. They form small bands called pods consisting of no more 
than ten or so seals. In some occasions several pods will group together to 
attack a large harem of seals (or, when times are hard, fishing boats). 


Society 

Leopard Seals are carnivores. They eat anything from other seals to 
seagulls to shellfish. They often wait underwater near an ice shelf and 
snare their prey just as they enter the water after jumping off the ice. 
They may also come up beneath their prey resting on the water surface 
and snatch them in their powerful jaws. Their jaws can open to an 
extreme angle allowing them to bite into larger prey such as Man. 


The Lossoth tell many tales about their harrowing encounters with 
leopard seals. They have been known to swim up beneath a boat and 
rock it in the hopes that something falls out. They then snatch anything 
that has fallen out with their mighty jaw dragging it underneath the ice to drown it. They have no fear of man. 
However they do tend to fear and hate Orcas. Orcas go to great length to destroy leopard seals whenever they 
find them. Lossoth have recounted several instances where their fishing boats were attacked by leopard seals 
only to be saved by a pod of Orcas. This animosity is a result of the Eldar days, when the seals acted as agents 
of the Dark Lord and the Orcas, guardian servants of Ulmo the Valar of the Seas. 


Usage 

Leopard seals tend to get exploited by evil men or malignant sprites. They take advantage of their magical 
sense and attraction toward intense emotions. These emotions of hate or anger creeps into the seal’s 
consciousness and begins to represents itself in their actions. They become aggressive and vindictive. It was 
because this vulnerability that the Dark Lord exploited and bent the leopard seals to his will in the Eldar Days. 
And it is this reason some of the Free People of the North considers them evil. However, left alone in the 
wild, Leopard Seals are just predatory animal, like the great North Bear, albeit with an uncanny intelligence. 


Special Ablities 

The Sea-Leopards have the following power: 


Passions 

Leopard Seals can sense intense emotions of hatred and sorrow of up to one league. They will be ‘pulled’ to the 
source of the passion. In cases of sorrows they will congregate with the grieving person trying to console the 
person as best they can. In cases of hatred they become susceptible to the person’s nefarious ways. Because of 
this they receive a -20 to all Essence mind attacks. 
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Trusted Locales 

The Bottomless Barrel 

By Celebraen 

Avrilo is a former thief (pickpocket) who was never caught. He 
financed his inn's purchase through stolen goods and has only owned 
it a couple of years. In his late 30s- early 40s, he has a couple of small 
scars on face from living on the street as a child, as well as a nose that 
was broken once and healed a little crooked. With muddy brown 
hair and matching eyes, he is completely unremarkable-looking, a 
fact he has taken advantage of more than once. 

He is now living honestly but is still greedy, demonstrating this in 
small ways. He is courting a younger woman known as a good cook 
in hopes of replacing his current cook with her, thus improving the 
offered food at his inn while being able to cut expenses. Avrilo keeps 
a close eye on his customers, hoping to find ways to "honestly" benefit 
from them. He wants to become a respected innkeeper but isn't 
exactly sure how to achieve this. 

The Bottomless Barrel's employees include a cook (average cook but 
a good baker) and a stableman (who helps with the cleaning as well.) 
Its common room has a bar with a shelf holding Avrilo's cudgel under 
it with shelves of mugs and barrels behind it. A couple of large tables 
and a few smaller ones are are arranged around the room in a fashion 
Avrilo finds "artistic." There's a small fireplace with benches on 
either side for those who just want a cozy drink, rather than a meal. 


Avrilo (Middle Man) 

Attributes 
Bearing: 10 
Perception: 11 
Vitality: 9 

Reactions 
Stamina: +1 
Willpower: +2 
Renown: 6 

Orders: Rogue, Craftsman 


Nimbleness: 11 
Wisdom: 9 
Wits: 10 

Swiftness: +2 
Wisdom: +2 


Skills 

Appraise: 4, Armed Combat (Club): 2, Craft 
(Innkeeping): 3, Conceal: 4, Debate (Bargain): 2, 
Guise: 2, Inquire: 3, Intimidate: 2, Language 
(Westron): 5, Language (Rohirric): 3, Legerdemain: 
3, Lore (Local Gossip and Lore): 4, Lore 
(Underworld): 5, Observe: 4, Persuade: 2, Search: 

5, Stealth: 5, Unarmed Combat: 2 

Edges 

Friends (Low Places), Hoard, Furtive 
Flaws 

Dark Secret (former thief), Grasping 
Racial Abilities 

Adaptable, Dominion of Men, Skilled 
Order Abilities 

Lock-picking, Lurking in Shadows, Place of Trade 


The kitchen has a fireplace big enough to roast a whole boar, a large 

table, and shelves and barrels of food lining the walls. It's also slightly dirty; neither Avrilo nor his cook ever 
really bother to thoroughly clean the place, though they clean up spilled food and other messes. The cellar has 
mostly barrels of alcohol but some food in it. It also has a movable stone which hides some stolen jewelry and 
coins, the last of Avrilo's ill-gotten goods. 

The second floor is entirely bedrooms. They are mostly small single beds with cheap tallow dips in clay holders 
for candles, no fireplaces, and a customer has to ask for (and pay a small fee for) extra blankets. Avrilo's room 
is also on the second floor. His room is larger, featuring a small fireplace, a table stacked with the account book 
and a "learn to read" book, as well as slate and chalk. The fireplace has a loose brick that Avrilo has hidden a 
few coins behind, a habit of his that he's maintained since his days as a petty thief. The single bed has a straw 
mattress and a heavy quilt with a few more coins hidden in mattress. There's a cheap tin oil lamp hanging 
from ceiling and, in one corner, a washstand with a pitcher, a bowl, and harsh lye soap. 

The Bottomless Barrel is designed to fit into any Middle-earth town, except in the Shire. Its owner might start 
a quest by having "friends" or former associates who need assistance with something; he might even ask for the 
characters' help himself, perhaps in obtaining an item to impress his lady. All sorts of gossip from the less- 
reputable side of town can be heard in the common room and people looking for strangers from out of town to 
do a particular task frequent the inn as well. 
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What’s Out There 


This is a list of Web sites along with Decipher's official Web sites. We have found they supply useful Lord of the Rings game information. 


THE HALL OF FIRE WEBZINE 

http://halloffire.org 

THE HALL OF FIRE WIKI 

http://wiki.halloffire.org 

DECIPHER'S LORD OF THE RINGS RPG HOME 

http://lotrrp 2 .fanhq.com 

THE MAD IRISHMAN 

http://www.mad-irishman.net 

THE LAST ALLIANCE 

http://thelastalliance.com 

RPG TOOLS FOR DECIPHER'S CODA GAMES 

http://groups.vahoo.com/group/rpgtools/ 

ENCYCLOPEDIA OF ARDA 

http://www.glvphweb.com/arda/default.htm 

FAN MODULES FOR MIDDLE-EARTH 

http://groups.vahoo.com/group/fan-modules 

THE STEWARD AND THE KING 

http://www.stewardandking.net 

THE TOWER HILLS 

httn://homeDage.mac.com/ieremvbaker/towerhills 

SCOTT'S RPG CENTRAL 

http://www.geocities.com/scott metz/ 

TREK-RPG.NET 

http://forum.trek-rpg.net/index.php 

CHRONICLES OF THE NORTH 

httD://roleDlav.avioc.org/ 

CODA WEBZINE REPOSITORY 

httn://erouDs.vahoo.com/groun/coda webzine 

MERP.COM 

http://www.merp.com 

OTHER MINDS MAGAZINE 

http://www.othermindsmagazine.com 

THE ONE RING.COM 

http://www.theonering.com/ 

THE ONE RING.NET 

http://www.theonering.net 




Calling All Gamers! 

Interested in submitting... 


A mini or side adventure? 
New creatures, or fell beasts? 
New Orders or Elite Orders? 


Racial / Order packages? 
NPC's? 


Weapons / equipment / magical items? 
Fan Art? 


If so, write to us for details on submission submissions@halloffire.org with 'Fan Content' in the subject line. Please include your 
name and/or pseudonym (handle/online identity) and email address(es) with which one of our editors may contact you. 


Please note that if you would like to submit a mini-adventure, Decipher will not consider it for publishing. 

Fancy yourself a writer or artist and would like to contribute to the webzine? 

If so, write to us at submissions@halloffire.org with 'Writer' in the subject line. One of the editors will get back to you with details about 

writing for THE HALL OF FIRE. 

Want to know what the submission guide lines are? 

Visit http://wiki.halloffire.org/Submission Information for the current submission guide lines. 

If you would like to post an advertisement for: 

• A local or online RPG that you are hosting 

• An RPG convention or tournament 

• Or any events pertaining to The Lord of the Rings RPG 

Write to us at ads@halloffire.org with 'Ad' in the subject line along with your advertisement. The advertisement must be less 
than 100 words and any graphic to go with it must be no more than 1' x 1'. 
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